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Production Memoirs 


To the memory of 
Junichi Watanabe 


Oban Star-Racers © 2006 Sav! The World Productions / Jetix Europe. All Rights Reserved. : 
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From the very first sketch of Oban until the end of the series, almost ten years have 
gone by. It’s been quite a journey! 


How can | describe what | feel now that the project is over? A bit of pride | guess, 
since | managed to hold on and bring the team and the series home safe and sound. 
Above all, it gives me great pleasure to see that TV-viewers of all ages and from all 
over the world (the series was broadcast in more than seventy countries, including in 
Japan) were moved by Molly’s story, and by our work. 


Together with Thomas Romain, Stanislas Brunet and all the other fantastic 
contributors who took part in this project, | invite you to discover in this art book the 
universe of Oban, and to consider each stage this production adventure has gone 
through, from Paris to Tokyo. 


Bon Voyage! 
Yoi goryokou wo! 


Savin Yeatman-Eiffel, 
Creator of Oban Star-Racers, 
/ January 2009 
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a oe 8 f Earth, 2082. Twenty-five years after the failed 
| ; invasion of the Crog forces. 
| In an attempt to be reunited with the father 
_______who abandoned her ten years ago — the race 
— manager Don Wei — Eva secretly joins his team 
under the alias “Molly”. 
But Don has just been given the responsibility 
of a top-secret mission: to lead the Earth to 
victory in a mysterious intergalactic event 
known as the Great Race of Oban. The stakes 
of the race remain shrouded in mystery, but 
| one thing is for sure: its outcome will radically 
transform the balance of power within the 
galaxy. The Earth cannot afford to lose, espe- 
cially against the Crogs! 
Don Wei, champion Rick Thunderbolt, 


ely take off for the planet Alwas, for 
age of the Great Race of Oban. 

of Molly, her friends, and the future 
of the Earth are inextricably intertwined fro 


e ta 


e Crogs, the 


ance to have their most 


ner all his wish 


.¢ (Cogs. It is said that William Wilde, who was taken prisoner during an 


a mechanism w gabon vehicles to 5 be e kept airborne above : 
the ground. It 's a system | that develops quickly, and Molly's motor- 
S bike, eel called ¢ a “rocket-seat’, runs on the same e operating a 
— ioe oe 


Dacomn | - nes S0- cnled ae pee A self. 


oo. 


= . taught inventor, Burroughs. was dismantling magnetic engines in his 


_ garage when he caused a chain reaction by opposing two polarized 
— magnetic fields of the same intensity. His house imploded and ma- 
~ terialized on the moon. The poor researcher did not survive the expe- 


—— riment, but bequenined to humanity t the route to the stars. 


029 . ‘After years of research to improve the theory of ‘eee 


ae _ magnetic fluxes, scientists manage to send starships into space at a 
. speed ten times faster than the speed of light. Alpha Centauri A is the 
_ first solar system reached by the Earth explorers, and since they bene- 


oS fit from — a it takes them es. four months to reach it. 


aaa - In spite of oak hscathingct criticism about the oncion cost of 
the operation, the first Earth colonists. are sent to Alpha Centauri A to 
se exploit its r raw ‘material deposits. 


a 2046 - Discovery of the fi rst ecriennenia life form on the system 


Tau Ceti. The monstrous- -looking creatures are immediately shot by 
the colonists. Fearing that the activities of the researchers and the 
ecologists might delay the space expansion, the relevant govern- 


: ments de decide to ‘classify the case. 


2050 - ‘ group of explorers led by Captain William Wilde makes an 
incredible discovery on Xi Bootis 2: a space base used as a trading 


| peel by several advanced alien nations. 


A052 - The rapid Space expansion of the Humans leads to the crea- 
tion of the Earth Coalition in order to take into account the specific 


claims and needs of the young colonies. 


The Coalition groups together the planets that the Humans have 
colonised - — a dozen in total. This new entity is run by an assem- 
| bly elected by universal suffrage, whose members elect a President 
responsible for running the executive branch. The economic and 
political centre of this body remains the Earth, even though the 
settlements become increasingly important. 


e054 - he Crogs, t the mightiest aliens encountered on the system XI 


Bootis, disapprove of the rise to power of the Earth in this part of the 


galaxy. They completely destroy the trading post in an attempt to 
break all ties between the Humans and the other galactic people. 


f 055- 2056 - In the colonies, a series sof skimishes break out with the 


a exploration of the Crog area, revealed secret information to — : 
: regarding 0 our defence system. | : : 


057 - The oop: send a deadly combat areas to Earth. the Earth — 
— troops mount a fierce resistance, and according to the official report, 
— _ they manage to push back the invaders by a narrow margin. The ae : 


of the Great Race of Oban begins across the galaxy. 


C 60s and. 2070s - The authority of the President of the Earth 
Coalition and the defence budget are increased considerably. Trans- 
actions with the aliens on Xi Baots 2 sae again, Ate the baad a | 
the Crog’s threat fades away. | - 


Cbd - Birth of Jordan, the grandson of William Wilde, 


COB! - Birth of Eva Wei, daughter of of the race sept si) un Wel and 
the pilot Maya. | ) 


oO/c - tt appears that a taste for racing iS one e of the rare s interests 
shared by the different races of the galaxy. The first friendly match 
of Star-Racer, the king of sports on Earth, is organised between the 
Earth Team, the Phil Team and the Clan Team. Maya reaches the final, 

but is the victim of a tragic accident during her race against Spirit, the 
mysterious champion of the Phils. Overwhelmed with grief, Don Wel 
sends his daughter to boarding school and disappears. 


C076 - In deepest New Mexico Rick Thunderbolt, a . young man 
crazy about racing, bumps into Don Wei. Meanwhile, Governor Mc- 
Mullen is elected sagiabies President by the Parliament of me Earth 
Coalition. | 


e077 - The unexpected return oe Don Wei to the spotlight His young 
protege Rick wins race after r race and steadily climbs the ladder to 
the top of the leader sista e | 


e078. 073, 2080 Rick Thunderbott wins ae Earth Grand Prix 
every year. | 


e080 - A yount student whose dream is to follow in his grand- 
father’s footsteps joins the prestigious Space Academy: Jordan 
Wilde. Rumours about the connections between his grandfather and 
the Crogs means he’s given a hard time straight away. 


o0gl - Rick Thunderbolt quits Don Wei’s racing stable “Wei Race”. For 
the first time in four years he does not win the Earth Grand Prix. 


oObe - After having no contact with her father for ten years, Eva Wei runs 
away from her boarding school the day she turns fifteen, in order to find 
him. Atthe same time, the space carrier of the Avatar reaches Earth... 


Thanks to new ground-breaking technology 1s peace illin hn : 
in the 2020s, the Humans launched their offending the Avatar, the omnipotent organi- / 
space exploration and colonisation with great _-zer of the race, the Crogs decide to turn back, 
enthusiasm. The unexpected discovery of an The invitation totake part in the Great Race of » 
extraterrestrial trading post on the planet Xi Oban was classified and buried by the Earth 
Bodtis 2, in 2050, cleared the way for busi- leaders, who were only too happy to claim 
ness to be done with the aliens, and gave an __ victory and rein orce their grip on power. 
extra boost to the space expansion. ‘an { 
However, the rise to power of the young Earth In May 2082, when a gigantic spaceship 
Coalition does notsuit everybody. In 2057, our — bearing the logo of the Avatar appears close 
mightiest neighbours, the Crogs, launched _ . | 
a massive attack on our planet. According _ sees his greatest fear come true. The future 
to the official report, the heroic resistance _ of the Earth willbe played out on Ob 

of the Earth Coalition forces sowed seeds of 
doubt in the mind of the invaders and forced — 
them to retreat. But the real story is interloc- - 
ked with the Great Race of Oban. The arrival © 
of the Crog fleet in our solar system coinci- 
ded with the beginning of the “Great Truce”, © 
a twenty-five-year period during which the 
civilised people who take part in the race 
must lower their weapons and prepare their 


ts 


Because she grew up all alone in a 
Oarding school and never saw her 
arents, Eva_is a tough girl who 
ides her sensitivity behind a tom- 

boy ‘attitude. Fragile and insecure 

sometimes,-she shows courage and 

Surprising boldness, even though she 

is only fifteen. 


To. distance herself from the other 
Students. with whom she doesn't 
get along,.Eva.dyes her hair red, has 
several ear piercings and wears a 
boy’s uniform to hide her body. She 
always carries. her multimedia Disc- 
man, filled with songs by her favourite 


bands. And just like a true rebel, she 
has a tattoo under each of her eyes, 
as a keepsake from one of her first 
runaway attempts. The first tattoo 
symbolizes a tear, the second a star 
of hope. Both of them are echoes 
of the tattoos once sported by her 
mother, the race champion Maya. 


Eva is also a hell of a rocket-seat 
pilot. She secretly assembled her 
small magnetic suspension motor- 
bike with the help of Ned, the old 
caretaker of the boarding school, and 
taught herself to ride it. The young girl 
seems born for racing... 


fennpaaee 
sn 
abate 


oe 


manager Do 
seems that 


ran orphan. oe 
When the adventure n begins, Eva has jus 
She spends the whole night waiting in vain for a pho 
father, but once again it never comes. The arrival 
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Don We 


For Don Wei, life stops the day his 
wife Maya dies in the crash. Shattered by 
the tragedy and consumed with remor- 
se, he decides to leave his racing stable, 
his house and even his daughter, whom 
he sends to boarding school before 
disappearing. 


For many years, Don Wei travels the world 
with no particular goal, no ambition, no 
past, totally adrift. That is until he pulls 
himself together thanks to an unexpected 
encounter. The former manager notices 
by chance the skill of a young man crazy 
about racing, Rick Thunderbolt. 
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Jordan 


A seventeen-year-old rookie, freshly graduated from the Space 
Academy, Jordan is a tough guy with a soft heart. He’s in charge of 

efence on the Whizzing Arrow, the Earth star-racer. Always brave but 
sometimes slow to understand, he is both charming 
and clumsy, particularly with Molly. 


In spite of these flaws, he is a skilled gunner who is always 
ready to fight, and over time reveals many qualities that 
nobody expected from him at first. Jordan is truly the 
proud heir to his grandfather, the explorer William Wilde, whose 
identity tags he wears around his neck. 


Taken aback at first by the explosive character of his new female 
teammate, Jordan gradually gets closer to her — and will secret- 
ly fall in love. This will only serve to reinforce his rivalry with Aikka, 
Molly's other great friend. 
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hick 

A tall man with long hair and tattoos on his arms, Rick.was discovered 
by chance by Don Wei, who made him one of the greatest race pilots on 
Earth. But Rick grew tired of the exhausting way of life that his mentor 
imposed on him. The two men quarrelled, and-after being fired from Wei 


Race, Rick immediately plummeted from.the top of the leader boards. 
He could only seem to perform at his best when he was with Don Wei. 


The old manager, who considers Rick to be like his own son, uses the 
Great Race of Oban to get them to work together again. But the tragic 
accident suffered by Rick on Alwas — most probably the result of sabo- 
tage — brings a sudden end to their reunion. 


Thanks to the doctors on Alwas, Rick gets back on his feet but will never 
be able to race again. Idle and lost, Don Wei entrusts him with the task 
of coaching Molly, giving him a reason to keep going. The energy of the 
young girl, and her tense relationship with Don, reminds him of his own 
beginnings. 
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Arrow | 


This is the original star-racer, 
piloted by Rick until his crash. 


ce. In 


Jordan's combat turret is anything but 
comfortable. Nevertheless, it can rotate 
360 degrees, which enables him to keep 
his opponents in the centre of his line of 
fire at all times. 


The spare star-racer, with a big pink 
rabbit painted on its left reactor, is pilo- 
ted by Molly during the pre-selections on 
Alwas. Its hyper-drive makes bursts of 
speed possible, but it’s a function that 
remains dangerous, and one that also 
uses a lot of gas. 


Because the original pilot controls were 
not adapted to her small size, Molly — 
grafted her rocket-seat directly on to 
the steering axis. This enables her to 
use her body weight to steer the star- 
racer more easily — very handy when 
facing hairpin turns. 


Arrow d 


2 ee | = y + |§$—. _ This is the upgraded version of the 
a= =  » LL 4 Whizzing Arrow 2, built on Alwas by 
” —_ Stan and Koji with the help of the Scrub 
mechanics. A little less practical than 
its previous version, it is fitted with more 
powerful booster-drives. 
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ther in pairs, on closed circuits. After the first four qualify 

rounds, the six teams still competing will race during the play- 

. Offs. The best three, and those three only, will win their ticket 
to Oban... | , 


ao 


oe 


Each 


Bites 
oe 


oie 


[een meee renrunaoacmaronacamearaniioiie nies: 


Wy. 


Hs 


of 3 
Passat 
rego ORAS 
feats iis 
i Sanne 
sane 
Riise ee 


apa 


i 
Bs 


3 6 
Re seemntiti 
aerate 
i 


iy 


ass His 
Boers sates Bh 
ese eeeiiars i 
Rieairse San, 

sleet aio Eat 
ee aE eee a ; 


seeagecnenene: ee 
be 


— race 


be 


r, 


ginning of each new 


ee 


oe 


ey 


Alwas is a tropical blue planet, primarily 
consisting of an ocean that covers its 
entire surface, except for a few archipela- - 
gos. The qualifying rounds take place on 
the largest island: Dragon’s Back Island, 
the cradle of civilization for the local 
creatures, the Scrubs. 


The Port 


Once they land on the sea, the Avatars 
ships drop the rival teams on the quays 
elonging to the large port. on.the island. 


The Tavern 
ly night and d 


The Canals and Paddy Fields 


The Scrubs cultivate algae from the 
paddy fields, which they eat as a 
Staple diet. The water is conveyed from 
the heights of the island by a complex _ 
system of wheels and mills. Then it — 


emptied, are also used as race tracks 
during the qualifiers. 
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The Dwellings of the Scrubs 


The ocrubs 


These small octopus-shaped human- 
oids are the native inhabitants of Alwas. 
Despite the local legend which states 
that their ancestors were great war- 
riors — and the hopes of rebirth which 
are secretly cherished by some of their 
leaders — today’s Scrubs are above all 
a peaceful and agricultural civilization. 
They feed on the algae they grow in the 
paddy fields in the centre of their island, 
and the fish and small shellfish they 
catch on the beach. 


The Giant Caterpillars 

To compensate for the total lack of raw 
material on their islands, the Scrubs 
have tamed various types of big cater- 
pillars: milk caterpillars, which they al- 
low to graze in the fields and are then 
milked like cows; glow-worms, which are 
used for lighting; and giant caterpillars, 
which they use as draught animals. 


The caterpillars of the Scrubs lay broad 
egg-shaped objects when they mix the 
ground with their saliva. Once hollowed 
out, they are used as housing for the 
Scrubs. In the cities, these have been 
clustered together on top of each other 
over the years (particularly in the souk 
district), forming different units often 
several meters high. 
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e Old Ruins 


Alwas is also home to several old and. 

ental ruins. Totally uncared for by & 
the Scrubs, these stone temples are yet 
another relic of the planet's great past, 
and maybe even its mysterious connec- 
tion 
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The Race Buildings 
The pits for each different team are gathe- 
red like an Olympic village, on a plateau 
which overlooks the Starting Area — the 
arena where each new race begins. These 
modern prefabs are composed of a broad 
hangar capped by a housing tower, which 
asts with the rest of the land- 
design is stripped to 
— more like the hold of 


‘our-star hotel. 
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race. Cluttered with screens andelectro- _e Third Floor 
nic equipment, this is the nerve centre Of —_ This space is reserved for the star pilot of 
the Earth Team, Rick Thunderbolt. Mini- - 
bar, double bed, Jacuzzi and gym — the — 
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This is a huge warehouse where adjust- 
ments and repairs to the Arrow are 
carried out. A robotic arm mounted on 
a central axis makes it possible for the 
heaviest mechanical parts to be moved. £ “N Vee | “dst Is ~ 
An additional room situated at the back oa — —.. yj refined Japanese fittl 


contains Stan and Koji’s workshop. ———_— = = wooden desk, j@a tam 


personality of the manager. This is where - 


e The Mezzanine 


directly on to the top of the ware 

has a common room, used as bedrooms, which 
_ briefings as it is for meals, a cloak central lift. M 
-and a small kitchen. Behind t 
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This gigantic ruin is used as the starting 
point and the finish line for each of the 
pre-selections. 


Facing the huge seating area, which was 
dug directly into the cliffs of the island, 
Stands a fine wrought cupola. In its 
centre sits a gigantic display panel with 
a complex wheel system. It’s at the top 
of this building that the Avatar appears 
during key moments of the competition, 
and at the foot of which sit the three 
Scrub judges in charge of supervising 
the races. 


spreads the vast esplanac 


triple door mad: 
to the various race 
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The Avatar 


A mythical figure whose powers are Said — 
to be unlimited, the Avatar is the master of 
Oban and the organizer of the Great Race 
which bears its name. His appearan- 
ces on Alwas are always a terrifying and 
imposing experience: the Avatar is more 
than sixty-five-feettall, his voice roars like 
thunder and he projects a powerful aura 
of light around himself. The real motives 
behind why he organises such an event, 
_and gives the winner the “Ultimate Prize”, 
“remain a mystery... 


Servant of the Avatar, this three-feet tall 
“ facetious monk prowls around. the pits, 
~ and always shows up where he is least 
\ expected. He gives advice relentlessly to 
whoever wants to listen — and even those 


=A 


The hace Judges 


Proud and well aware of their importance, these three fat-bellied 


udges call the contestants at the beginning of each new race and keep 
an eye on its progress. Having said that, their diligence and impartiality 
are sometimes questionable. 


intestants 


The pre-selections on Alwas start with four eliminatory races. 
The fight is merciless between the Earth Team and their first adversaries! 


hrooor 


--Grooor(named after the throaty sound that comes out of him when he pronounces 

his name: Grooor!) is a champion from the planet Pirus, with an aggressive driving 
style. He isn’t just satisfied with beating his opponents; he likes to humiliate them 
and make them suffer, so that they will never forget his victory. Grooor is obsessed 
“s with making a name for himself and creating a legacy that will be remembered until 
the end of time. 


Deprived of a clear-cut result due to Rick Thunderbolt’s acci- 
dent in the pre-selections — in which they crossed the finish 
line almost side by side — Grooor wants to prove himself by 
beating Molly. And this time he wants a clear and uncon- 
ditional victory, meaning that the young girl could not be 
facing a worse opponent... 


Grooor’s star-racer is fitted with a laser turret and two 
big cannons atthe front. But the fiery pilot relies mainly 
on the resistance of his spaceship — made of pola- 
rised titanium — to crush his opponents and reduce 
them toa pulp. | | 
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Flint... 
The Alwas local champion is admired by 
his fellow citizens (especially the female 
nes). He takes part in the competition 
i try and restore the lost pride of the 
Scrubs, and has the generous support of 
the race judges. | 


His co-pilot, Marcel, controls the fighting 


turret. He is a crack shot and one hell of 


amechanic. 


Their star-racer is like a zeppelin, a flying 
fortress and a steam-powered train all 
mixed together. To build such a star- 
racer on.a planet so deprived of tech- 
nology and raw material as Alwas was 
not easy. And it shows: the propulsion 
is created by worms who gallop in the 
turbines like hamsters in their cage! 


[eres 


This strange and slim-line creature is like a 
cross between a small oceanic statue and a 
Picasso sculpture, and is the last survivor of a 
very old race, the Mong people. 


Embittered due to centuries of loneliness, Céres takes part in the 
race for the sake of blocking the way for the other candidates more 
than for anything else. For Ceres, none of the people expanding 
in the galaxy — the Humans, the Crogs or the Nourasians — are 


? 


worthy of the “Ultimate Prize’. 


éres’ weapons are as strange as him. When he strikes his 
ole against the hull of his flying dugout, it creates extremely 
evastating ultrasound waves. Céres also carries a small 
ute, flattened against his chest by two of his six 
ands. This is his most destructive weapon, but 
e will only use it as a last resort to strike the 
final blow, orto offer the “gift of life”. 
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oming from a race with an extremely high IQ, 
Para-Dice is a small budding prodigy who designed 
and assembled her star-racer by herself. Still, she 
remains a child. She doesn’t like being scolded or 
scoffed at by anyone, and often hatches schemes 
to get her revenge. She has the type of face that you 
just want to slap. Ac 


It may look like a big toy; but Para-Dice’s star- 
racer is stuffed with weapons of massive destruc- 
tion, like “smiley” missiles equipped. with homing 
devices, and star-shaped heavy machine-guns, 
Very nimble, the young alien-starts, her attacks 
by performing dance moves on the gigantic keys 
which cover the floor of-her cockpit, like’ 
arcade game Dance Dance Revolution 
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“4 sep nd sincere friendship quickly 
evelops between Molly and this hand- 


0 a rival team, and that he is 
eir to the throne of Nourasia, a 
t famous for its ties with the Crogs, 


Canaan. Exiled ° 
end of his 
custom fo 
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es have to make tough 


years 
h his father’s. \ 
| Z former army gene i‘ nd his-a ay 
giant beetle for a ship, Aikka gives the : 
impression that he is the most vulne- ing in the‘wo 
rable contestant. But his enemies will im >= 
quickly learn not to judge a book by a Pets G 


Aikka’s giant beetle may not be the fastest star-racer of the competition, but it’s certain- 
ly the handiest. Named G’dar, it has mastered the art of avoiding its opponents fire. It 
also has two elytra (wing cases), which act as excellent shields against frontal assaults. 


There is a strong and trusting bond between the mount and its rider. 


Surrounded on all sides by the Crog 
Empire, the reigning couple of Noura- 
sia has little leeway. The king dreams of 
winning the Ultimate Prize so that he can 
battle his neighbours. But for now he must 
play a submissive role to avoid further 
conflict — a tricky situation for him and his 
son to be in. a 


Finely tuned with nature, the 


has learnt how to control the n 
G 


ces of the elements, similartg 
samurai. Like those, ther 
knights must respect a very striq 
chivalry”. | 


longer than ours —a Nouraé 
hly 2.5 ye 


t/ devastating - 
Byrus, 


. icle is a Crog Trident, 

~V 0ks much more like a combat 

- fighter-than a star-racer. Fitted with 
cannons and a huge three-blade laser, = 


the Colonel's favourite tactic is to spur 
his opponents’ star-racer from the back. 


In spite of his dubious outfit, there is a discon- 
certing similarity between Super-Racer and 
Satis. But when Molly points this out to him, 
the pilot categorically denies any connection 
with “the other crazy old man”. He claims he 
takes part in the pre-selections to show the 
young generation what he is still capable of. 


Even though Super-Racer’s star-racer, the 
“Super-Star-Racer”, is the smallest in the 
competition, it is still frightening. Two large 
metal balls turn fast around its central axis, 
forming a moving shield which proves to be 
efficient both for defence and attack. 


This deb nair bearded giant comes 


with drills and gigantic mechanical arms 
made of sor; 


pickaxe-chainsaw~ to board the star 
racers of his opponents. 
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The top three at the end of a race all earn points 0 
winner, six points for second place and three point 
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his strange stone vessel glides magni- 
icently above Oban, and is at the cen- 
re of the competition. It shelters the 
nine teams, releases the star-racers on 
the surface of the planet at the begin- 
ning of each new race, and picks them 
up when they finish, so that each team 
Can rest and complete any necessary 
repairs. 


The flying Temple consists of a 656-feet 
high central column, around which nine 
smaller modules revolve. All are connec- 
ted to the central column via magical 
portals. 
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One module is alloca 
team in the final. 
The star-racer is storet 
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The gigantic column is decorated on the outside 
with the three symbols of the Avatar, which light up 
to announce the beginning of each new race. 


in the centre of the building stands a vast garden, encircled with module opens out of the blue at 
nine immense arches. It’s from the middle of this garden, above the beginning of each new race, 
the lake, where the Avatar appears to the competitors. This is and sets the ship directly on to the 
also where the display panel of the Grand Finals stands: nine surface of Oban. 

stone columns, one per finalist, which are drawn out of the water The team members live in small 
according to their respective rankings. rooms dug directly into the stone in 
The contestants do not normally have access to the other levels the upper floors. If the pits of Alwas 
of the Central Column. These are riddled with concealed alleys were spartan, the modules of Oban 
and secret rooms, including the residence of the incorrigible are virtually ascetic! 


Satis, who was promoted to “Spokesperson of the Avatar” on 
Oban. 
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disconcerting secrets. Oban is alive. It 
keeps on generating new worlds in its 

owels, which it then ejects like seeds 
into space... 


Protected by umbrella leaves, which can 
be more than ten meters wide, the green 
forest is the habitat of the adorable but 
cumbersome Ichou-Ichous. 
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ds after hard times. 


The new competitors encountered-on Obarvare-all as frightening as-each other, 


regardless of whether they-come-fronr Sangrar or Darwar.- 


Sul a.telekinetic Buddhist monk whose super-powers are Said to equal those of the Avatar himself. 


® 


‘.._Ondai., a hyper-Sophisticated robot who considers living beings as inferior creatures. 
Ning and Skun, a pair of arrogantinna warriors. 
luir-anightmarish creature seemingly dedicated to the destruction of his adversaries. 


ord Furter, a captain of a Space-Galleon, as bad-tempered as he is.egocentric. 
Q, a strange being, with whom nobody has ever managed to speak. 
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The Imperium 
; The Crog Empire consists of a large 
number of warlike tribes, and their 
leaders sitin the Imperium. This assem- 
bly, located on the original world of the 
| Crogs, the planet Kramn, is the ruling 
body of the empire. It’s sometimes the 
scene of brutal fights over power, as 
often a Crog chief will try to assert him- 
Self as head of the assembly, only to be 
murdered by a rival faction. 


From now on, General Kross will replace 
Toros in the Crog team. The defeat of the 
colonel by Molly during the-last race on 
Alwas disappointed the Imperium. -He 
had no choice but to make amends by 
committing suicide. 


Stronger than Toros, Kross is also more 
treacherous and cruel. He was 
of the Earth invasion in 2052. The truce of 
the Great Race compelled him to swallow 
his ambition for a while, but today his plan 
is to win — and to use the Ultimate Prize to 
fulfil his dreams of galactic domination. 
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The name of this mysterious Buddhist 
monk is known across the galaxy, and he 
is certainly the most powerful contestant in 
the competition. 

A Grand Master of transcendental medita- 
tion, Sul has incredible telekinetic super- 
powers which he uses to propel himself 
— he surrounds himself with a pyramid of 
pure energy — at great speeds. It is said 
that he also has the power to master time 
and space, and to be able to stand up to 
the Avatar in person. 

The only thing he is missing is a good 
reason to win. Blasé and lonely, Sul takes 
part in the great race because he has 
nothing else to do. 
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Bad-tempered and totally full of himself, this 
captain, inhibited by his small stature, runs 
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his crew with blind despotism. in | 
He likes to say that he only takes part in the A | | a, 
race for the glory and the honours. But his. 7 /| | - | 
crew knows the real objective: to-use the | i: | 
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These two Inna amazons come from a world of 
warriors that imploded. Since then, their people 
have scattered across the galaxy, and are often 
hired aS mercenaries, bounty hunters or body- 
guards. Ning and Skun want the Ultimate Prize 
to bring their destroyed planet back and put an 
end to the long exile. 

Although they are close and almost like a 
couple, their personalities are nonetheless 
completely different. Ning is smart and cheer- 
ful. Skun is cold and always ready to fight. 

Ning and Skun’s space-bikes can be ridden 
Separately, or combined to produce a less ma- 
neuverable vehicle, with a powerful built-in 
rocket gun. Ning’s motorbike is fitted with a 

speed race handlebar, whereas Skun’s motor- 

bike has a chopper handlebar. 
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At first, this terrifying monster takes part in the 
Great Race with one aim only: to rip apart as 
many opponents as possible. 

However, Muir also has a very good reason to win 
the Ultimate Prize: to bring his partner back to life, 
a monster as terrifying as him, who was coldly 
murdered by poachers. 

His mysterious star-racer is a _ bio-organic 
organism from his world. It can regenerate itself 
during battle, and has retractable tentacles that 
can seize the rival star-racers. Muir sits inside 
like a parasite inside its host, and controls its 
moves through telepathy. 
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This strange three-eyed robot claims that 
he only takes part in the race to prove to 
everybody the superiority of the machines 
over living beings. Yet in reality, Ondai, who 
escaped from the laboratory where he 
was originally conceived, plans to use the 
Ultimate Prize to become “one of them”. 
His star-racer has retractable arms and legs 
made of bendable metal, meaning he can 
change into a bigger robot at any time. In this 
form, Ondai can attack his adversaries hand 
to hand, and even use a double-edged sword 
that he hides in the hull of his ship. 

However, Ondai’s major asset is the amazing 
computing power of his microprocessors. 
These enable him to forecast the next move 
of his opponent with 99.999% accuracy. 
Perhaps too confident, Ondai tends to forget 
about the remaining 0.001%. 


O comes from a distant planet far away from the centre of the galaxy. 
It is a disconcerting creature that looks as though it came out of a 
Salvador Dali painting — big eyes, with limbs that can be used as arms 
or legs. 

Since nobody has ever managed to speak with O, nobody knows for 
Sure whether it is even aware of the Ultimate Prize. However, it seems 
to pay attention to Molly, and also keeps an eye on Satis’ little sche- 
mes, from the corner of its disproportionate eye... 

O’s star-racer is as disconcerting as itis. With its bendable structure, it 
literally swallows its pilot, whose eye sticks out from the hull. It’s made 
from an extremely resistant material which enables it to form various 
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The powers of Oban caused much trouble in the past. And unfortunately this is 
not over yet. 


As the fight rages between the contestants, Canaletto pulls the strings behind 
the scenes, determined to claim the “Ultimate Prize”. 


A previously deposed Avatar, Canaletto was kept prisoner at the heart of the 
Flying Temple after the end of his reign. There he plotted his revenge in silence for 
10,000 years. With the ability to predict the future with incredible accuracy, and 
the power to influence his victims from inside the prison walls, he refined his plan 
slowly and methodically, day after day, year after year, century after century. 
Now his plan is ready. And it is relentless. 


A machiavellian plan in which a young girl from Earth must play the leading part. 


A plan to put an end to everything. 
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The Production 
Hdventure 


In a long interview, Savin Yeatman-Eiffel goes 

back over the grand adventure that was Oban : 
Star-Racers, almost a ten-year marathon. 

He tells us how he and his team managed to 

overcome all the obstacles thanks to a lot of 

work, tenacity, and boldness too, and proved to 

be up to their dream: to produce an animated 

series in Tokyo able to hold its own amongst the 

greatest of its kind. 


fin exclusive sketch by 
gavin Yeatman-tiffel 


Uban: benesis 


Starting Out 


To explain how | ended up creating Oban, | need to go a few years back. At first, | 
was not planning to work in the anime industry at all. After my A Levels, | studied film 
directing in London and directed a few short films over there at the beginning of the 
1990s, before | returned to France to go to FEMIS. Since the classes were a little too 
theoretical for my liking, | looked for other professional experience, particularly in 
writing. In 1995, by chance, | got in touch with a large animation studio in Paris. They 
had several series under way and were having quite a few script problems. While | went 
on with my studies in an amateurish way, | jumped on the bandwagon and for the next 
three years, | wrote or rewrote about eighty scripts for this studio and some others. 


This was a great learning experience, but | also felt quite frustrated from an artistic 
point of view. | often found it difficult to recognize my scripts in the end result! Projects 
based ona few sketches, without any thoughtful overview from a dramatic perspective; 
contradictory requests coming from the various European broadcasters and partners; 
technical limits due to the animation subcontracted in Asia... Something was wrong in 
the wonderful world of animation. 


In the end, possibly the most important thing for me was that those three years 
reminded me of the impact the great classic Japanese animated series had on me 
when | was young, and made me realize how much | sincerely loved animation. 


Captain Harlock Generation 


We may have forgotten it, but until the mid-197Os, all that was available in French children’s 
TV was yet another formatted production of Hanna Barbera and the cute puppets of Bonsoir 
les Petits. The sudden arrival of the great classics of Japanese animated series on Récré A2 
— Captain Harlock, Goldorak, Candy Candy — and later on on France 3 — Lupin Future Boy 
Conan — slapped my generation in the face. The universe of the Japanese series was so much 
richer and more varied. Above all, they managed to convey extremely strong emotions: Captain 
Harlock haunted by the memory of his missing friend Toshiro; the bullying suffered by Candy, 
who answers it with her incredible courage; the plain and simple joy of Heidi running in the 
middle of her mountains; Actarus putting his life at risk to defend the Earth... All of a sudden, 
we were not being treated like children any more. We were given the chance to live and to feel, 
put simply, to grow up, thanks to those few hours spent in front of a TV screen. 


First sketches by 
Loic Penon 


This type of series disappeared from most youth programming at the beginning of the 1990s, 
due to the vindictiveness of a few populist and opportunistic politicians. It was that kind of 
series that | wanted to see again on TV. Neither daft humour, nor totally worthless action in 
orderto sell toys. In 1997, things became clear. | had two options: to go back to the film industry 
and try to develop my old projects, or to make an animated series which | would really like and 
which would draw its inspiration from the great Japanese classics. 


First sketches for the 
Arrow by Thomas Romain. 


h of Oban and Creation of Sav! The World Productions 


| started to write a new project, which was initially called ‘Oban Racers’. In order nottoturn th aN | 


conservative and that anything with the slightest Japanese flavour was still taboo for them), 
| voluntarily chose a simple and reassuring general concept: a great race of starships in the 
future. | wanted to slip into this accessible package everything that | was really interested in: 
to create a rich universe, peopled with complex characters, to entertain the spectators but 
also to convey emotions to them, and even to make them think a little. 


Although this first version of the series was not as elaborate from a psychological perspective as 
it would become later, it already contained most of the characters and the extraterrestrial people 
who would appear in the final scripts, six years later. The genders of the main characters was the 
main difference. In that version, Aikka is a princess, and the personalities of the two Earth Team 


Savin s bedroom becomes... 


team-mates are reversed. The pilot, Rick Thunderbolt, who inherits the controls of the Arrow atthe 
last minute, is full of goodwill but a not very resourceful boy. The gunner is a slightly older young 
woman called Molly — a real diehard whose relationships with the team create sparks. 


| had not yet planned to produce Oban myself, but a series of events quickly forced me to do 
so. After the first producer asked me to replace Molly with the singer Ophélie Winter(!) — her 
record company was ready to invest in animation — and a second producer suggested that | 
sign a “free option” and give up the whole project without any payment, | realised that | was 
not going to go very far like that. | had some savings, enough to last for one or two years, and 
| decided to create my own company. 


 Atthe time, the objective remained reasonable enough: to bring to fruition the development 
phase of Oban. Therefore, | started to build a team of designers, mixing seasoned designers 


& = with whom | had already worked, such as Philippe Riche (comic book author of association 
- des cas particuliers), with young and motivated people who had not been put through the 


~ mill by the Parisian studios. 
We used to meet once a week at the place de la République, at the well-named Bar des Sources 
(now closed). Everybody would show their latest sketches for the characters and the star-racers, 
| would comment, buy a round of drinks and hand out the latest version of the concept. The 
personality and the graphic style of each designer was very different, but for Oban that was a big 
bonus: all the contestants in the series also come from very different universes and races. And 
all those people working together sparked off an incredible reaction. 


b/ 


At that time | met two of my future key associates: Loic Penon, a passionate and perceptive artist 
as well as a designer, a fashion designer and a DJ, whose graphic style can still be perceived 
in the characters of the final series and who also became the designer for Squat, my second 
project; and Thomas Romain, the future head character designer for Oban and my future co- 
director on the series. Incidentally, Thomas was in his first year in engineering school at the time 
and did not plan at all to work in animation. He showed potential and a lot of will but had just 
started to draw. |am more than a little proud that a few years later he lifted himself up to the level 
of the best international designers, thanks to his contribution to Sav! The World. - 


My friend Marc Védrines (comic book author of Islandia), who had just started in the comics 
industry, also brought his small contribution to the project, particularly to the character of Don 
Wei, the manager of the Earth Team. | 


First Contacts with the Investors 


A sequential storyline with many different characters and races, ‘Oban Racers’ clearly 
__ differed from the European competition. Confident of our chances of success — and reaching 
~ the end of my savings — | printed a beautiful booklet on frosted paper, which | proudly sent 
out (probably a little naively) to a huge number of investors and channels. 

lt was a total failure. Nobody was interested! 

To try to reverse the situation, | put on my unique suit (a winter suit in which | was sweating 
a lot!) and toured all the various professional fairs. When you have no connections in the 
industry, the doors of the stands are difficult to open. The few investors | met face to face 
all skedaddled when | explained to them how | was considering the production. | wanted it 
to be a sequential series, which is one of the greatest strengths of the Japanese shows, and 
the only way for characters to evolve as the story unfolds — “Too complicated! We want to be 
able to broadcast the episodes in any particular order!” There would be action and humour 
but the series would put great emphasis on emotion — “Why make your life more difficult? 
Your audience are ‘just children’!’ The animation would not be subcontracted at budget 
prices, but co-produced with a studio, preferably a Japanese one, who would be ready to 
invest and support us wholeheartedly — “If nobody does it, it must be for a reason. Work with 
the Japanese and you are guaranteed to lose control over your series!” 


All these professionals knew their subject and | should probably have listened to them. But, 

for me, it was already too late. | had fallen in love with my characters and | could not resolve 
to leave them behind... On the contrary, the string of refusals encouraged me to embrace 
my choices and my first influences even more strongly, and to launch ‘Oban Racers’ in a new 
form some time later. 
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Targeting children more clearly than for Oban, | wrote another project for the studio in 2000: 
Thomas & Co. Meanwhile, Thomas Romain had graduated from the Gobelins’ animation 
school, and this time he took full responsibility forthe character design. Stanislas Brunet, one 
of his friends from the Gobelins, joined the team as background designer and immediately 
appealed to us with the quality of his work. 

Thomas & Co. chronicles the daily life of a group of twelve-year-old buddies in a Parisian 
suburb. Within this simple concept, | tried once again to convey more sensitivity than usual. 
Based onchildhood memories and worksessions with sixth-grade students from a secondary 
school in the suburbs of Paris, the series would often be funny, but also bitter-sweet, and 
even a bit sad: a first love story between kids, a child’s reaction when his divorced mother 
meets a new partner, a kid who cannot stand his piano lessons but fails to tell his mother, 
another one who has his brand new jacket stolen by two bullies from the class above... 
Entirely animated at Sav! The World, the pilot film was an unexpected success with the 
French distributors who all fought to take part in the series. | signed a little blindly with the 
person who made us the biggest offer. Things became more complicated during the first 
work meeting when we discussed the thirty synopses we had submitted: not a single one of 
them was accepted! We were clearly not on the same wavelength. The woman in charge of 
the project did not have any children but she explained to us without batting an eyelid how 
twelve-year-old children were Supposed to behave “today” and what was “really” happening 
in suburbia. It was the beginning of a “long development hell” which, from resistance to 
compromise, put me off the project for good. 
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‘Molly, Star-Racer’ 


At the beginning of 2001, | decided that it was time to turn the Thomas & Co. page and to 
let Oban see the light of day. | never stopped believing in the potential of this project, which 
was the reason why | originally created the studio. Also, | had a much clearer view of the 
tone of the series and its main characters. The new version of Oban would overcome the 
first criticism and take on even more of its clear Japanese influences and its narrative bias. 
It would be a great sequential series of adventures, which would put emotion under the 
spotlight, and even become a love story from then on. The story of a young girl, Molly, both 
rebellious and fragile, abandoned by her father and ready to do all it takes to win back his 
love and to show him what she is really made of... 


In short, this project would either boost the studio, or be our last stand! 


One of the key changes in this second version of the project was that Molly — a younger Molly, 
still a tomboy but also more fragile — became the main character, the pilot of the Arrow. On the 
other hand, in order to keep the love dynamic in the central triangle, the gunner of the Earth 
Team became a boy, Jordan, and Aikka a young prince. 


Molly’s past and her tense relationship with race manager Don Wei, who from then on was 
her father, opened a whole new range of emotions. This new Molly isn’t very good at hiding 
the wound she carries in her heart since her mother Maya’s tragic accident. Raised with a 
fist, without the support of her parents, she is a small rebel with dyed hair and ear piercings, 
who can by turns be extremely strong and extremely vulnerable. In any case, she is never a 
Super-heroine, just a kid thrown into a universe which is totally beyond her. She will have to 
fight to cope and assert herself little by little. And even if she knows how to be brave when 
the need arises, Molly never seeks confrontation for the sake of it. She is the complete 
opposite of a “fascist Gl-Joe” or a “bimbo-tart” escaped from cartoons, who cannot take 
two steps without her make-up case! 


Forum Cartoon 2001, a fair supported by the European Union and specially designed to 
promote new animation projects, was taking place in a few months. We pounced on this 
opportunity. The development team beside me was tighter and definitely more experienced 
than in the early days of the studio: Thomas was in charge of the character design, in partnership 
with Loic; Stanislas was in charge of the backgrounds and particularly the mechas, where his 
contribution proved to be decisive. The four of us feverishly revisited the old body of work, 
pushed the development of the universe further, and in a few weeks, finalised almost entirely 
the final design of the series, which had been renamed ‘Molly, Star-Racer’ in the meantime. 
This was a period of intense creativity and team-work, which | will always remember fondly. 
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At that time, we chose a more stylized look for the characters, whose eyes did not have any 


pupils and whose faces did not have noses. This simplification came aboutafter we had already 
Started to draw several aliens, such as Lord Furter or Satis, without any nostrils. While we fully 
embraced our influences, we did not want to simply do a copy-and-paste of the Japanese 
Style, but rather to give the series a look of its own. 

With the designs on the right track and my first script newly written, we launched without a 
break into the production of an ambitious 2D and 3D pilot which | co-directed with Thomas. 
The 2D animation was done in record time at Sav! The World, while the studio Sparx took 
care of the 3D part, under the supervision of the talented Michel Pecqueur. After a couple of 
sleepless nights, the film was completed the day before we left for Forum Cartoon! 


The screening of the pilot entitled ‘Molly, Star-Racer’ at Forum Cartoon in September 2001 
was a huge success and almost turned into a riot. Released on the Internet, the film spread 
like wildfire. There was something in our little Molly that hit the bull’s eye. In November, the 
short film won a LEAF Award in London; in February the following year we were nominated 


for Best Editing in the IMAGINA Awards. A team of Japanese journalists even came over to 


The disap pointment after the first success of Thomas & Co., however, helped me to stay 
level-headed. Everybody was fighting over the project, but it was not completely without 


reservation. The criticism endured by the first version of the project had not all vanished yet, 
even if the arrival of Pokemon had somewhat softened the concerns of the broadcasters about 
Japanese productions in the meantime. Our largest prospective partner, a Canadian, made an 
appointment with me at the end of March in Cannes at MIP-TV, a large annual television trade 
show. He was very excited by the project and offered to finance it almost completely if only... 
If only | gave up this absurd idea to have a girl as the heroine — “Boys do not want to watch 
chicks’ adventures, and girls will never watch an action series.” Was “Molly” going to become 


to have the same one, | you need to learn how to compromise sometimes!” Without knowing it, 
he just made the dec Orme. 
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relationship between Molly, Jordan ie Aikka — all very Hifférent fron sate other but also 
very complementary — was refined. Rick Thunderbolt made his big comeback in this series, 
this time as the main pilot of the Earth Team. As soon as he disappeared from one series, he 
reappeared in the first version of Oban. The former champion who was forced to abandon 
racing will from now on remain at Molly’s side and play the role of her mentor. Amongst a mix 
of several “bad guys” outlined previously, Canaletto also made his reappearance. Meanwhile, 
the secrets surrounding the true nature of the “Ultimate Prize” and the mysterious origins of 


the planet Oban were clarified. 
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Little by little, | set up the final roadmap forthe twenty-six episodes, paced by the relationship 
between Don Wei and Molly. In the first part of the series, she primarily seeks to shine in front 
of her father, who still does not recognise her. In the second part, on Oban, she overcomes 
the internal wound which has weakened her for so long. She starts driving for herself before 
anything or anyone else. Her relationships with Jordan and Aikka develop. It is Don Wel 


turn to focus entirely on his daughter. “ 
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main characters and the spaceships. The extreme fagial 
on a few shots in the pilot, were given up for more subtle. 
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105 challenging period, artistically rich but very difficult financially, lasted for two more 
years. To keep the situation under control, | paid Thomas and Stan minimum wages and, 


after investing all | had in the company and-sacrificing my flat in the long term, | did not get 
paid for six years (it is insane how much’ money you can save if you stop buying clothes or 
eating out...!). | was as haunted as before by the possibility that the project might ultimately 
fail. |hid my doubts as much as possible, and regularly imposed new deadlines on us to keep 
the team motivated. 

Ifthe negotiations with new i European partners happened slowly, there was however a source 
of Se) our progress on the Japanese side... 


The: “lapanese Connection’ r“ 
Initially a bit of. a crazy dream, it gradually became evident to the whole. team that 
collaboration with a Japanes nn was essential. Apartfrom our natural attraction to the 
studios in Tokyo and their famous know-how, we needed the episodes to be able to show 
Molly expressing a broad range a feelings, in other words, to ensure a greater freedom of 
expression for our characters. Our experience on the pilot in 2001, when-our heroine was 
modelled, had convinced us that 3D animation was not appropriate, at least not for the pace 
of TV series production. To treat Molly with the necessary sensitivity, we needed top-of-the- 
range 2D animation, and the Japanese had:the best teams for that. 

Nevertheless, we needed to convince them to work with us and, if possible, to invest in the 
series to boost their motivation and to offset the extra cost of a co-production with Japan 
compared to the usual Chinese or Indian subcontractors. Not that easy. The Japanese 
studios, which are not confined to series for children, already produce the best series ever 
— they do not need us! © 

| began communicating with a majorstudioin Tokyo when| discovered, on one of the websites 
where ‘Molly Star-Racer’ was available for downloading, an astonishing message: 


Minoru TAKANASHI - 2002-03-22 20:17:00 

| am a producer in chief work for BANDAI VISUAL (JAPAN). 
I’m very insterested in this title. 

| want to contact to this to make this short movie. 

| interest to invest 26 episodes of this story. 


Arapid check on Google taught me that MrTakanashi was the producer of Vision of Escaflowne, 
one of my favourite series, as well as the feature film Cowboy Bebop, and convinced me 
that it could only be a bad joke. | contacted the administrator of the website in order to get 
the email address of the post owner, whom | contacted straight away. No answer. There are 
some people with a really strange sense of humour... 

Yet, before goingto MIPCOM, another big annual meeting for TV professionals, Isenta second 


broadcast on 
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The negotiations were long and difficult, but eventually led to an unforeseen distribution 
agreement in Asia with Bandai, the first investment in a foreign animation project from this 
well-known company. Mr Takanashi, who we met a little later in Japan, also put us in touch 
with Hal Film Maker, a small studio which he recommended for its seriousness and quality. 
We got along immediately with the managers. The prospect of French and Japanese artists 
working together really motivated them, and it seemed that they really understood our will 
to produce a series which would pay homage to the Japanese tradition without slavishly 
copying it. A few months afterwards, Hal became the 2D animation studio of our series and 
one of our main financial partners. 


The Big Move 


Back to France at the end of 2002, where it was about speeding things up. Two new 
broadcasters had shown interest in the series: Jetix Europe, which would become our largest 
financial partner, and the German TV channel Super-RTL. The managers sincerely liked the 
project, but the fact that we had already embarked on a Japanese co-production did not 
convince them fully, especially since the cult series Ulysses 31 and The Mysterious Cities 
of Gold led to numerous conflicts between the French and the Japanese, and because we 
would always remain a very small company. 

It was at this time that the series changed its name once again and for the last time. To 
prevent any further questions about Molly playing the main role, | agreed not to use her 
name in the title, which then became: Oban Star-Racers (almost back to the original!). It 
was a small compromise, not treason. The universe and some supporting characters, in 
particular Jordan and Aikka, had taken up much more space in the story since 2001. 
France 3, who had started to keep alittle distance since ourfirst meetings atthe end of 2001, 
were convinced at the beginning of 2003 by the quality of the pre-production elements that 
we submitted to them. The negotiations resumed with the foreign partners, but they were 
sometimes very tough financially-speaking, and they also took time to become a reality. 
When | think about this today, | am not that surprised. | sold them a very ambitious multi- 
million-Euro series, with a lot of 2D and 3D, and a French-Japanese artistic collaboration 
without any true precedent. If we had not been at the top of our game, things could have 
gone very wrong. They needed to have a hell of a lot of perspicacity! Meanwhile, | was finding 
it difficult to cope with the pressure and uncertainty: | had become a producer by necessity 
to lead my projects to completion. | was also very frightened of betraying the trust that the 
whole team had putin me since the beginning. | remember that | completely lost it in August. 
| started crying, all alone by myself! The fact that my partner of ten years (whose explosive 
personality partially nourished the character of Molly) dumped me shortly after did not help 
atall... 

The end of 2003 was approaching and the final signing of our main contracts had still not 
happened. To avoid a reversal of situation at the beginning of January, | decided to buy plane 
tickets with the last Euros | had, and to start production regardless. The whole team took off 
for Tokyo on 15 December. And, as if by magic, all the pending contracts were concluded 
during the following days. 

Six years after having established the first foundations of the project, the true difficulties 
were about to begin! 
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Production in Japan 


The Fusion of the Two Teams 


For a year the whole team had taken Japanese classes in the evening, but the expatriation 
and the culture shock upon our arrival were still quite violent (particularly for Stan, since it 
was his first trip to Japan). Within the space of two days, we were in the heart of Tokyo. We 
had left everybody behind us, family and friends, and we urgently needed to find a flat, to 
buy pieces of furniture — to get our bearings in a completely new environment. Especially 
since we were all aware that the task which waited for us was immense. 


That said, if it was a great jump into the unknown on the French side, it was the same thing 
on the Japanese side. Oban certainly is the first artistic collaboration to that extent between 
Japan and foreigners. Most of the Japanese animators we were going to work with could not 
conceive that cartoons could be produced outside of Japan. They liked our project a lot, for 
sure, but they still knew very little about us. Was integration going to be possible? Could 


they trust those French people who were coming over full of innocent enthusiasm? 


The problems started to occur from the very first day, starting with the language hurdle. We 
could not do anything without a translator to make ourselves understood. With the time it 
took to translate everything from one language to the other, any meeting about the series 
always took five or six hours and frequently up to eight or nine. We had to learn how to deal 
with this and to be as concise as possible. 


There were also some cultural hurdles on our road, sometimes where we did not expect 
them. The Japanese staff, for example, found it hard to understand the tomboy character of 
Molly and to accept her tense relationship with her father. In Japan, family respect is deeply 
entrenched in their culture and it is not rare to have a stern father who hides his feelings, 
like Don Wei. Scenes which seemed prosaic for us, such as Molly refusing to continue the 
competition at the end of episode 8 or angrily caricaturing her father’s face at the beginning 
of episode 9, had to be explained and re-explained over and over again. 


The Japanese production director also made a point of imposing a clear hierarchy on us — “in a 
Japanese fashion” — and on our relations with the rest of the team. We were parked in a corner of 
the studio to start with, and if we had a commentto make on a plan ora sketch in progress we were 
not supposed to talk directly to the animator but to refer to the management staff. Not really the 
kind of interaction we had in mind. Fortunately, once the pre-production itself was launched, the 
Japanese artists were able to judge our work for themselves. A mutual respect was established on 
both sides, whether it was, for example, between Stan and Isao Sugimoto (key animator on Dragon 
Ball Z, anime director on R.O.D. TV), who worked with him on the finalisation of the mecha design; 
between Thomas and Mr Kanako Sasa (key animator on Akira, Ghost in the Shell, Innocence...), 
who finalised the turn-around of the characters; or even, a bit later, between me and our different 
Storyboarders, such as Kiyoko Sayama (Angel Sanctuary, Now and Then, Here and There) and 
Souichi Masui (Srapped Princess). 
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The hurdles fell little by little. The general style continued and gained in quality from one 
episode to another. After a couple of months, nobody was asking whether we were working 
together on a Japanese or French series. The right people were on the right jobs and we were 
simply all working on Oban, doing all we could. 


Tensions with Japan Over Control of the Storyboards 


Regarding the distribution of tasks, quite frankly, we still faced a big challenge during our first 
weeks there. We had planned with Hal that a Japanese “technical co-director” would support 
Thomas and me on the storyboards. The presence of an experienced technician, able to do 
the link easily with the rest of the Japanese staff, seemed a good idea on paper. It proved to 
be catastrophic in practice 
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The appointed person, whose name | will not mention, was a storyboarder who had just 
finished directing his first series. On Oban, he did not intend to be satisfied with a supporting 
role. The first meetings about the scripts were rather stormy. Our interlocutor criticised our 
work a lot and often, without proposing anything very concrete in return. The handing-over 
of the first storyboard, which he was in charge of drawing, revealed very clearly the extent of 
our differences. At that point, we could even say, it was a coup attempt. In his storyboard, as 
soon as Molly had a wheel in her hands, her star-shaped tattoo was “lighting up” and she was 
transforming herself into a super-heroine. That had a certain charm, the characters always 
had the same name and it still dealt with a great inter-galactic championship on Oban — but 
it was not at all the series that we came to produce in Japan! 


Artistic collaboration is possible at many levels on a production. The choices of the scene 
settings, however, are not negotiable. And that is the moral of this small mishap. When you 
have two hundred people working together, a clear and precise course needs to be defined 
and held. In spite of the contribution he could have made, this important Japanese colleague 
had to leave the team. | undertook the supervision of the revision of and the corrections to 
all the storyboards, and Thomas drew many preparatory illustrations, or “image boards”, to 
demonstrate the visual tone to the Japanese staff. After this slightly brutal adjustment, we all 
managed to move on to the next stage of the project and the turmoil of those first weeks was 
quickly forgotten. 


Tensions with Europe Over Script Control 


The number of financial partners on an animation production often implies different 
viewpoints and discord during the production. | had had a slightly bitter taste of that during 
my first experiences in the industry. To avoid being reduced to trying to satisfy everyone’s 
different expectations and subsequently diluting the concept and pleasing no one, we all 
put our cards on the table very clearly with our partners to avoid any misunderstandings 
later. | committed myself to respecting certain limits on the narrative level: the use of guns 
on the Arrow for defence only; no blood; more emotional scenes counterbalanced by lighter 
scenes; and, with some rare exceptions, always having a central plot which was resolved 
during a given episode. We also provided a much higher number of pre-production elements 
than the standards required: the scripts of the first episodes of the series, of course, but also 
a story arc Summarizing precisely all twenty-six episodes; all the designs of the characters 
and the main and secondary star-racers of the whole series. Everybody knew precisely what 
they were committing to when they signed on to the project. 


Nevertheless, it did not prevent a second major crisis from erupting in the middle of 
production... 


Due to the geographical distance between us, one of our partners, whose name | will not 
mention either, began to feel excluded from the creative process. As soon as we had delivered 
the edited version of the first episode, the partner declared that it didn’t work and was lacking 
humour, and suddenly announced the impending arrival of his team in Tokyo “to resolve this 
crisis situation”. | was a little surprised to learn that we had a Crisis situation — the episode 
complied in every way with the storyboard and the script, the anime was stunning, it was full 
of humour and had a lot more besides. But | had no idea what machinations had taken place 
behind my back in Europe. Fortunately for me, the email detailing the agenda of our meeting 
in Tokyo was sent to the wrong email address, and never reached my inbox. This allowed me 
to welcome the team with a smile and even to take them to relax in a karaoke bar until late at 
night (you can do those things when you are a producer!). 


However, the following day, the meeting started badly. The first point on this famous agenda 
was: that X and Y, two script writers on the series Jotally Spies, were going to replace those on 
Oban. Ouch! Totally has many good qualities but it is very different from what we were trying to 
do ourselves. A couple of minutes later, | found myself with a script in my hands for episode 7, 
re-written by this “new Anglo-Saxon team”. It was a total disaster, with puerile jokes in each line. 
For example: the first time Molly meets the tall and proud Rush, she sniffs the air and says to 
camera, "| don’t think they’ve invented deodorant on his planet yet!” 

| was completely taken aback. After all those years of work, we were not about to abandon 
everything we had established on Oban and all the great work that had already been done over 
the previous months in Japan! Needless to say, the animation of the first nine episodes was 
already in production anyway... 


Small extra relevant detail: from the beginning | was writing all the scripts under several 
different aliases, to avoid concerning the various broadcasters with my unusual script 
writer/producer/director profile. The “team of scriptwriters” that this partner was asking me 
to dismiss was me! 
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Rather than having a direct confrontation, | endeavoured to bring the discussion round to 
more constructive points. With my friend Jeffrey Kearney, the writing director of the series, | 
methodically pointed out all the humorous aspects of the existing scripts — and passionately 
reiterated my complete confidence in my “outstanding team of scriptwriters”(!). Things changed 
little by little. By nightfall, to resolve things once and for all, | asked our guests how much extra 
humour they required: “15%? 30%?” We agreed on the unlikely figure of “5% more humour’, so 
that nobody would lose face. The partners were reassured, and the fire was extinguished. 

All of this slightly affected my nerves. But overall, apart from a few minor discussions here and 
there, the production was able to continue without having to deviate from its original plan. 


Day-To-Day Work in a Japanese Studio — Taihen desu ne! 


lve covered the crises, but most of the production in Tokyo proceeded without any major 
conflicts, apart from a heavy workload, repeated day after day, episode by episode — and 
a few unpleasant surprises when part of the work was given to an external studio in order to 
keep to schedule. 


In a Japanese animation studio, it is usual to work six days a week, thirteen to fifteen hours 
a day. The studio is empty in the morning but the animators and the production staff, who 
generally arrive around two or three o'clock in the afternoon, stay late to work all night long. 
Incidentally, you should pay attention to where you walk, because there are always one or 
two animators asleep under their drawing tables, their heads resting on a rolled-up blanket 
(for the same reason, the toilets do not generally have a lock, so that if somebody falls asleep 
inside, he/she does not block the door!). 


The atmosphere was extremely focused. Very quiet. The designers are paid according to the 
number of drawings and the animators according to the number of shots they complete. Even 
if they work a lot, the monthly wages are low, especially compared to the Japanese standard 
of living. Above all, these men and women are passionate. Most of them do not have a big 
Social life outside work and they often live with their parents to make ends meet. This passion 
and this commitment do not have any real equivalent elsewhere. This explains a lot about the 
level of quality that Japanese studios manage to attain. 


On the French side, we worked under the same conditions in terms of planning and workload, or 
often even worse. We wore more than one hat and managed all the departments, in particular: 
Scriptwriting, board supervision and image editing for me (without forgetting my responsibilities as 
a producer); 3D teams’ supervision, character design and artistic direction for Thomas; background 
design and mechas for Stan. Our respective fields of action extended even further as production 
unfolded: amendments to the character designs in the anime plans Thomas had done which, after 
the first episodes, proved to be a bit uneven; reviews of all the animations and 2D layouts of the 
star-racers by Stan, so thatthey perfectly matched 3D plans; final improvements and corrections of 
certain backgrounds, to improve the general standard where necessary... AS Soon as we managed 
to gain a bit of time on something, we reinvested it straight away into something else. 


The production of Oban in Tokyo, due to the rather unusual division of the work between the 2D 
and 3D plans in Japan and then in France, lasted a little over two years, from December 2003 
to the beginning of 2006. If tiredness accumulated little by little, we were far from complaining 
about it. At last our dream was coming true and under circumstances — we were all fully aware 
of this — that no other Western artists had had the opportunity to experience before. 
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While the 2D. animation progressed in Tokyo in lis the 3D animation and sound post- 
production were in ey YN | 


3D Production at Pumpkin 


Ifthe 2001 a had convinced us that we had to animate the characters traditionally in 2D, 
we still wanted to model and animate the race scenes in 3D. We were going to see the star- 
racers on screen often and itwas the best way to give them the necessary visual impact. The 
difficulty was, of course, to achieve the perfect integration with the traditional animation; to : 
immerse e the Specestors fully into the universe, without ever letting them see the ‘ ‘strings’. 


; ‘Hal, like many other lapaiee studios, at the time, was not very advanced in terms of 3D. 
Thus, we chose a French studio. After the withdrawal of Sparx, our choice was Pumpkin-3D. 
\ This small studio. had only produced ads at that point, but most of their animators came 
from 2D animation backgrounds, which is pretty rare in this field, and we knew some of. 
| them personally. The team. of twelve people gradually constituted itself around Ahmidou 
Lyazidi and Boris Jacq for all modelling and rendering matters, and around Eric Couta for 
animation. The first months of testing forthe rendering definitely convinced us that Pumpkin 
could peste apes that would peas perfectly with the Japanese 2D plans. 


All we had to do was to diGienth opetsee the two teams, 2D and 3), in parallel. We had 
settled in Japan so as to avoid the problems of subcontracting. But, a little ironically, the 
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ID —— a Full 3D 


thousands of kilometres between us and France were likely to create that problem in Paris : 
instead. | | 


To fix that, we set up a Communication system on the Internet which was quite sdohisticdted. 
Every day in Tokyo, Thomas and Mr Watanabe, 3D sequence director, made their comments _ ae 
on the new 3D plans to be produced, and on the 3D animations already received from Paris. — 
during the night. Our assistant director, Guillaume Quatravaux, filmed their comments with 

a small video camera and sent the film back to Paris. Thanks to the time difference, the =~ 
animators of Pumpkin were able to download those videos from their FTPsiteinthemorning = = = = 
when they arrived at Pumpkin, and could integrate the comments into their work as if we had 


been there with them. 


ifr Things were not always. easy vn Pumpkin, who \ we a tnew had the potential and who Thomas 
always demanded the best from. But they really did a great job. Without blowing my own 
trumpet, there is, still today, none or very few s series which have reached such a level of 
rendering and 2D/3D imepratiqny 
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Sound Post-Production 


With our resources, we tried to push back the limits a little more everywhere we could. The | | 


treatment of the soundtrack, often the weak element in an esas Series, received our ; 


very detailed attention. 


Music — eng with lwasaki Taku and Yoko Kanno 

Our Japanese FS, allowed us to meet many people in the Japanese animation industry. 
They introduced us to Mr Ota, a well-known music producer who, amongst other things, 
produced the albums of the famous Yoko Kanno (Escaflowne, Cowboy Bebop, Ghost in the 
Shell: Stand Alone Comple Pett): Having been a fan of the work of the beautiful Yoko for 


To make up for it, Mr-Ota introduced us to five other high-level composers who he was 
managing. Though our 2001 pilot had been edited with a very speedy and very fun piece 
of techno music, we had decided, with Thomas, to go with “epic” classical music for the 
series itself. The universe of Oban had gained a lot of depth since the production of the 
pilot, and we also wanted to avoid using something fashionable which might not stand the 
test of time. For the series, the emotion was of paramount importance and the classical 
instruments perfectly conveyed the characters’ feelings. Thus, in the end, we chose to work 
with Iwasaki Taku, a young original-soundtrack rising star, because he had an extremely 
wide pallet: from classical orchestrations, which he had used superbly for the soundtrack 
of Ruroni Kenshin, to the more electro ambiances. of Witch gov Robin, or even to pop 
music for R.O.D. | 


lwasaki Taku composed more than eighty absolutely fainsiog original tracks for Oban — which 
is a lot, even for a noe series. Mos of those ied were composed specifically for a 


atthe end of 2005 ie < scared of £2006 w wit 
mixing pianos, classical. string and wind instreiments, vale) instruments and even 


sometimes electric guitars and keyboards. 


Attending those recordings remains one of the most beautiful memories that | have of the 
production. At that time, | did not know whether | was coming or going, with the last scripts, the 
boards, the editing, the voice recording which had started in Paris and the challenging schedule. 
In short, though | was on my last legs because of several days with little sleep, those magic 
moments buoyed me up — at least until the following week! 


All this work was of course very expensive, but that’s the reason for (and the danger for your 
own wallet!) wearing the two “hats” of producer and director. If | ever wondered whether the 
investment was truly worth it, | only had myself to look to for the answer. 


The two theme tunes remained to be produced. | had not fully given up hope of working with 
Yoko Kanno and | regularly went back on the offensive with Mr Ota. Each time, | was given the 
same answer, “Not possible! Too busy. Too difficult to manage!” 


since the production was coming to an end and our partnership attempts with various labels 
had not produced anything really convincing artistically speaking, | made a final attempt. If Mrs 
Kanno was not available, perhaps Mr Ota knew of another artist who would work just as well? Mr 
Ota rushed into the studio a few days later to give me four demos which, according to him, were 
written by a young artist who was just starting out: “I found that. Listen to it. If there is a piece 
which you like, perhaps we can try to do something with this person.” 


We listened at once. There was a great energetic piece which was ideal for our opening theme, and 
another very moving one with which | immediately fell in love and which was perfect for our closing 
theme. | called Mr Ota right away: “No need to look elsewhere. This is perfect. Where do | sign?” Mr 
Ota gave a large sigh on the phone: “Ha... It is going to be something... | am too old for that. She is 
fartoo energetic!” All the demos were in fact composed especially for Oban by Yoko Kanno, to whom 
Mr Ota had already shown the first episodes! 


Assuming Mr Ota was genuinely worried about having to manage Yoko Kanno’s untameable 
temperament on the set, itseems he had wanted to make sure that our choice was sincere, and 
not simply based on her fame. 


The recording took place in two sessions within a week. It was a very great pleasure to work 
on those two titles with Yoko. “Untameable”, | do not know, but very enthusiastic and super 
professional, that is for sure. The singer of ‘A Chance to Shine’ was the young Akino, who was 
only fifteen and who had previously worked with Yoko on Aquarion. The closing theme was sung 
by Sukoshi, one of her close young colleagues. 
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Sound Design and Mixing 
The Work of Jér6me Wiciak and His Team 


| had not seen Jér6me Wiciak, a classmate from my FEMIS intake, for several years, but! had 
followed his work on the sound of feature-length films as varied as La vie promise, Astérix 
& Obélix: Mission Cléopatre, Embrassez qui vous voudrez and Podium. | really wanted to 
work with him again and | knew he was a huge sci-fi fan. Jerome immediately got excited 
about the project, and let us know that one of his conditions for doing the work would be 
that he would treat the soundtrack of Oban like that of a full-length film. | was not expecting 
anything less from him, and | was ready to get the financing together to fund his work. 


The work took almosta year, with three months exclusively dedicated to sound design. This 
was an incredible luxury in animation, where the episodes are usually edited and mixed in 


two or three days maximum. None of the sounds that we hear on the series come from a 
sound library. Everything has been created especially for Oban. Jerome and his team puta 
lot of passion into their work and all the episodes were mixed in 5.1 surround sound using 
nearly a hundred separate tracks. The largest piece was for the races. There are many star- 
racers in the series and we often see them very clearly on screen, particularly the Arrow 
which is a fully-fledged character in itself. With the various reactors, the accelerations, the 
brakes and the flap moves, the Arrow alone required no less than twenty sound tracks. To 
make the most of this very beautiful mix from Jérome, | advise everybody to watch the DVD 
series with a good 5.1 amp. 


Voice Recordings in Paris and Vancouver 


_ The creation of the voices was also a big task. | had been traumatised by the way the dubbing 
~ sessions were held in one of the first series | had worked on as a Script writer. Voice-over 


artists were happy to receive their money and to say their lines mechanically and could not 
stand the least bit of comment. For Oban, | took the necessary time to work properly: one 
day per episode, while many other Western series would do two or three episodes in a row 
on the same day. And | looked for young actors for the main characters, not those who had 
already fallen into a routine of work. | wanted freshness, so that their life and energy were 
infectious. 


Olivier Bizet, our production director in Paris, posted ads here and there during 2005, including 
in drama classes, and we ended up finding voices which we liked a lot. Gabrielle Jéru, who 
was the most promising person for interpreting the character of Molly, had never done any 
voice recording before. When | told the studio we were meant to work with, they started 
screaming, “This is insane! It will take us at least a month just to train her!” So | thanked them 
for their advice and we organised the recordings ourselves with Lauren Alexander, a seasoned 
Stage director. Gabrielle had a day to get used to the “rythmo tracks” system. (In France, the 
dialogues to be recorded are written on a transparent tape which is projected under the image. 
The actor must read them in rhythm, while playing his character.) We threw ourselves into the 
recordings. Gabrielle compensated for her lack of technical skills during the first sessions with 
her genuine character and emotion. Thomas Guitard Jordan) and Rémi Caillebaud (Aikka), 


to name a few, did not have much more experience in professional dubbing. They proved to 
be excellent choices. Those young actors, together with a small and more experienced group, 


amongst whom was the outstanding Jerome Keen (Don Wei), created a really good dynamic. 


in the studio. 


| only revealed the scripts page by page to Gabrielle and Thomas, who discovered the end of 
the series on the last day, right before dubbing it. There was a lot of emotion in the studio. 
Everybody had tears in their eyes. It is a beautiful memory. 


As for the English dubbing, we had found a bunch of excellent American actors in Paris, but 
the channel which broadcast Oban in the US insisted that we record in North America. Thus, 
| went to Vancouver at the beginning of 2006 to oversee the recordings. 


All this started to take its toll on me: one full month to work on the English adaptation from 
my French scripts and to lip-synch perfectly to the mouth movements of the characters on 
screen; one month to direct the French actors; another month to oversee the English voices. 


And during this time, | was also still managing the end of production in Tokyo, the checking 


of the sound editing and mixing, the budget issues, the launch of the series, etc. Working 
with a smaller team is good, but we really started to burn out. | often found myself working 
seventeen hours a day, seven days a week. | was not very nice to look at any more, but hey, 


the show must go on! 
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tpilogue 
Televison Broadcast and Fans’ Reaction 


The series premiered on France 3 on 12 April 2006, before being broadcast in the US 
on ToonDisney on 5 June and on ABC Family four days later. The series spread gradually 
around the world over the following months — airing on, amongst other channels, Super- 
RTL in Germany, GMTV in Great Britain, and on a group of channels and blocks of programs 
from Jetix in Europe, the Middle-East, South America, Oceania and India. 


In Japan, an eminently competitive country for animation where, surprisingly, there is not a lot 
of space for youth broadcasting, Oban started showing on NHK BS2 on 6 October 2007 and it 
also worked really well there. The series is currently being broadcast on ToonDisney Japan, before 
being broadcast again (or so | hope) on a terrestrial channel. 


Oban’s fans demonstrated their love very early on and in very large numbers — fans of all 
ages, evenly spread between boys and girls; Japanese animation fans as much as viewers 
who were not so used to “anime”. We even received — and still do today, two years after 
the beginning of the broadcasts — numerous emails from various countries, including 
Mexico, Columbia, Poland, Romania, Sweden, Turkey and the Arab Emirates. A dynamic 
fan community organised itself on the Internet and created many dedicated websites, fan- 
arts and fan-fictions. Splendid cosplay groups were also born in France, Canada, the US 
and even Russia. 


We put so much effort into not betraying our vision and into creating a coherent and rich 
world. Oban fans seem to have understood that perfectly. They have a very strong emotional 
relationship to and identification with the main characters — Molly of course, Jordan, Aikka, 
and even Stan or Koji. We enjoy it very much. 


Opinion on the Achievement 


- |tis difficult to have an objective vision of your own work, especially when you have spent 


so much time on it. When | watch an episode again today, | cannot help spotting the flaws. 
There are also some emotional moments which | would have liked to have pushed further, 
and sub-plots and backgrounds to many of the characters, Jordan first of all, which | could 
not fit into the twenty-six episode series. 


In spite of this, | have completely accepted our choices and our mistakes. The series 


- remains very close to what | wanted in the beginning. A series which does not take children 


“just for children” and which reminds the adults of their childhood, for those who wish to 
rediscover it. Aseries which fits in with what itis possible to finance and broadcast in youth 
programs nowadays, tries to revive the spirit of the great Japanese classics, and pushes 
back the usual limitations a little everywhere. When we watch it at home, we often find it 
hard to recall the number of constraints which were imposed on the creative teams. The 
emotions in the series, the tones of the dialogue, the simple fact of having established a 
girl as the heroine of an action-adventure, the death of Maya, Molly’s piercings or Rick’s 
tattoos, are so many elements that are normally impossible to finance and broadcast in 
the Western World, particularly with respect to the American networks. At the same time, 
managing to collaborate with the Japanese on aseries created and directed by Westerners, 
and broadcasting it in Japan, which was initially a mission impossible! 


lalso remember Oban asa greathuman adventure. Establishing Sav! The World Productions 
-with an artistic team who stuck together and started from nothing, or almost nothing, and 
evolved and grew with the project. All our incredible contributors were brought together 
for the first time from three different continents. And emotional memories, like Thomas 
getting married at the end of 2005 in Tokyo, and me getting married in September 2007 to 
the marvellous Japanese woman who supported me with her love and sc PSQUENOUT 
the production. 


Favourite Characters 


Molly, of course, to start with. am delighted that we were able to show the viewers, especially 
the younger ones, a strong yet sensitive girl like her — neither a bird-brained girl with glasses 
nor a bimbo with high heels and big boobs. 


When | wrote her adventures, Molly often impressed me with her courage and her lust for 
life. She is direct and honest, sometimes too much so. She carries a terrible wound in 
her heart, but she always manages to succeed in one way or another. She has her own 
Style, and she does not care what other people think. | don’t think she has many on-screen 
equals. 


| also like Jordan and Aikka a lot and the trio they form with Molly. It’s difficult to choose 
between them! They are as complementary as they are different, a little like the three 
points of a triangle. Molly — bubbly and lively — would undoubtedly be the “self”, Jordan — 
seemingly simpler and really a good guy when you get to know him — would be the “ego” 
and Aikka — brought up to reign and sometimes losing touch with the simple realities of 
life — would be the “super-ego”. The three of them need each other to grow and overcome 
their natural limits. The alchemy works rather well. 


With regards to the supporting characters, | have a particular fondness for the mysterious 
Spirit, the big Rush, and for the crazy old Satis (that could be me in a few years!). 


Favourite Moments 


Unsurprisingly, my favourite episodes are those where the emotion is 
the strongest. Episode 11, one of the darkest of the series, in the Alwas 
Cycle; the end of episode 1/7, episode 21, solely with Molly and Don 
Wei, and the great epic flight of the last episodes of the series in the 
Oban Cycle. 


) f | had to chose one moment, it would be one from the last episode: 

_the shot of the two bunches of flowers side by side, that the wind brings 

of closer until they touch. | uf that it summarises well the spirit of the 
~ series. 


Future Projects 


At the end of the prod uction, | Spent several months monitoring the various broadcasts, the 
DVD releases (especially the French version by Wildside Vidéo and the American version by 
shout-Factory) and the merchandising of Oban worldwide. 


tick notre champ 


de se blesser. 


Since the beginning of the year, | have developed — at last! — a series of new projects for Sav! 
The World Productions while always trying to get off the beaten tracks and with the goal of 


editing some of them, at least, as co-productions with Japan. 


Will these projects include a follow-up to Oban Star-Racers? | prefer not to say anything for 
now. | still like this universe a lot, but | will only launch a sequel if | am sure that, artistically 
and financially, all the conditions are met for producing an even better and more innovative 


show. 


| hope that this book, the brand new toy produced by Muttpop, and of course our new projects 
will satisfy Oban fans. 


In any case, thanks a lot to all of you for supporting them! 


Savin Yeatman-Eiffel interview, 
recorded at Sav! The World Productions in June 2008. 
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First Cycle - The flwas Cycle 


Episode 1 — A Fresh Start 

Earth, 2082. Eva, a fifteen-year-old tomboy, breaks out of her boarding school on a mission 
to find her father, Don Wei, a famous race manager that she has not seen for ten years. 
shocked that her father does not recognise her when she introduces herself to him, Eva 
hides her true identity and chooses the alias “Molly”. She secretly boards the Earth Team ship 
bound for a remote and mysterious planet for the first stage of the Great Race of Oban... 


Episode 2 — Hostilities Break Out 

Upon their arrival on the planet Alwas, the Earth Team discovers a stowaway on board their 
Star-racer: the young “Molly”. Not able to send her back to Earth for the moment, Don Wei 
has no other choice but to keep her with them. While they are getting ready for their first 
qualifying trial of the Great Race of Oban, Molly makes friends with Rick, the Earth Team 
pilot, and meets Prince Aikka, a handsome alien pilot. Rick’s brutal accident during his first 
race awakens sad memories for Molly. 


Episode 3 — Grave Like Grooor 

since his champion, Rick, is still injured, Don Wei replaces him with Jordan, the Earth Team 
gunner. But the latter proves completely unable to control the star-racer. As a last resort, 
the manager is about to take the controls himself, when Molly sneaks into the Earth star- 
racer and flies away towards the starting line. Will the young girl be able to beat her first 
opponent, the terrible Grooor? 


Episode 4 — In Like Flint 


Not convinced by the victory snatched by Molly over Grooor, Don Wei wants to withdraw. The 
President of the Earth Coalition formally forbids him to do so and Molly is finally authorised 
to undertake the second stage of the qualifying trials. The race takes place in a maze of 
traps, against the local stars, the aliens Flint and Marcel. But it quickly becomes clear that 
the race is fixed in the aliens’ favour! 


Episode 5 — Cruel Like Céres 

Rick’s return brutally deprives Molly of her post of pilot. Her self-esteem a bit hurt, she 
quickly decides to put her feelings to one side to assist the Earth champion. But Rick is 
hiding the seriousness of his wounds from the rest of the team. Molly flies to help him in 
the middle of the race. They will have to join forces to avoid the trap set by their mysterious 
opponent, Céres. 


Episode 6 — Playful Like Para-Dice 

Molly and Jordan are dragged to a mysterious arcade room by Para-Dice, their opponent that day. 
Butthe destruction caused in the game is actually real: in their hangar, the Earth Team star-racer is 
almost completely destroyed! At the controls of the damaged star-racer, Molly takes her revenge 
on Para-Dice during a race in the arena. The young girl discovers that the winner of the Great Race 
of Oban will receive the “Ultimate Prize”. But what exactly is it? 


Episode / — Treacherous Like Toros 

The Avatar, the all-powerful organizer of the Great Race of Oban, congratulates the sixbest 
pilots during the qualifying trials on Alwas and kicks off the play-offs to decide between 
them. Only the three best pilots from Alwas will be taking part in the Grand Finals on Oban. 
For their first race in these play-offs, Molly and Jordan face the terrible Colonel Toros, the 
pilot representing the enemies of the Earth, the Crogs! Toros has a reputation for being 
unbeatable... And the facts confirm it. After her defeat, Molly meets Prince Aikka and 
realises that even if she has lost a race, she has won a new friend. 


Episode & — Agile Like Aikka 
Molly sees Prince Aikka training with his powerful magic arrows. The prince tells her that he 
is her next opponent and that he has been ordered to eliminate her. Molly turns the situation 
around and the two friends promise each other an honest race, without the use of any 
weapons. But Don Wei and Jordan are not ready to run any risks. Meanwhile, Rick discovers a 
Strange stone connected to his accident... 


Episode 9 — Surprising Like Super-Racer 

After two defeats in a row, the Earth Team is at the bottom of the play-offs leader board. Don 
Wei asks Rick to come back to the team in order to coach the untameable Molly. The next 
opponent of the Earth Team is a pilot with a ridiculous outfit named Super-Racer, who turns 
out to be far more dangerous than he first seemed. Rick’s advice proves to be very useful... 


Episode 10 — Resistant Like Rush 

Molly and Jordan triumph over the giant Rush in a target race. Rick’s coaching puts the Earth 
Team back on the right track. Relieved, Don Wei opens up to his ex-pilot and reveals a part of 
his hidden past to him. Meanwhile, Molly and Jordan explore a mysterious ruined temple. But 
things go wrong. Molly almost dies, but Rush comes to her rescue! 


Episode 11 — Silent Like Spirit 

Molly and Jordan face Spirit, a polymorphic alien whose body transforms into his own star- 
racer. The sight of Spirit deeply upsets Molly and Don Wei — the alien has already crossed 
their path in the past, under tragic circumstances. But is Spirit evil? Molly is convinced of it 
and almost destroys the Earth Team star-racer trying to get her revenge. After being on the 
verge of disaster, Molly learns that the power of the Ultimate Prize defies imagination... 


Episode 12 — The Will to Win 

A disturbed Don Wei reveals to Molly that he has a daughter on Earth. Shaken that he still 
does not understand that she is his daughter, Molly explodes and slams the door when 
she leaves. The great “reunion” will have to wait. Meanwhile, Molly is determined to win the 
Ultimate Prize, the only way, according to her, to reconcile with her father. At the same time, 
Stan and Koji travel all over Alwas looking for spare parts to repair the Earth Team star-racer. 
They receive some unexpected help from Flint and Marcel, the local ex-stars. 


Episode 13 — Make Way 


To qualify for the Grand Finals of Oban, Molly and Jordan must beat the terrible Colonel Toros, who 
still remains undefeated. The Earth Team relies on their new star-racer, a version enhanced by Stan 
and Koji — the Whizzing Arrow 3. But will it be enough to win? 
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decond Cycle - The Oban Cycle 


Episode 14 — Welcome to Oban 

The Avatar’s ship drops the nine finalists of the Great Race — the three best teams of the 
qualifying trials organised simultaneously on Alwas, Sangrar and Darwar— on Oban. Molly 
and Jordan meet their friend Aikka again on Oban, and discover that their enemy Toros has 
been replaced with an even more terrifying Crog pilot: Kross. The first stage of the race 
gives an overview of Oban and the incredible power of the other competitors. All of them 
came to Oban to win the Ultimate Prize, and all of them are determined to defend their 
chances at any cost. 


Episode 15 — Fierce Like Lord Furter 

While exploring Oban, Molly and Jordan fall into an ambush set up by one of their new 
rivals, the pirate Lord Furter. While his henchmen are getting ready to push our heroes 
into a bottomless pit, an “Obanquake” shakes the planet and the attackers run away. Lord 
Furter returns during the next stage of the race. His galleon boards the Earth star-racer, but 
he doesn’t realise that the lakes of Oban contain an even bigger danger... 


Episode 16 — Nervous Like Ning and Skun 

Molly and Jordan are woken up by the song of the Drudgers, the mysterious giants who 
inhabit the surface of Oban. Why are these creatures singing that way? During the next 
Stage of the race, the Earth Team are taken aside by Ning and Skun, a cruel duo of alien 
pilots. Molly escapes by a hair’s breadth from their missiles, thanks to her incredible 
flying. Don Wei recognises the flying style of Maya, his first champion and late wife, in the 
manoeuvre. He starts to suspect that Molly may be his daughter Eva... 


Episode 17 — Optimised Like Ondai 


Don Wei contacts his daughter's boarding school on Earth. Very embarrassed, the director 
tells him that Eva escaped. The news increases Don Wei’s suspicions regarding Molly’s 
true identity. During the next stage of the race, Prince Aikka is forced by the Crogs to attack 
his friends. Hit at full soeed by one of his arrows, the Earth star-racer crashes in the snow. 
But the crash landing reveals the entrance to a strange ice cave hidden on the path. Molly 
goes into the pit, followed by the super-computer robot Ondai... 


Episode 18 — Monstrous Like Muir 

At last, Don Wei figures out that Molly and his daughter Eva are one and the same girl. 
Though not daring to confront the young girl directly again, he tries to prevent her from 
taking part in the next leg of the Great Race of Oban, a dangerous course above acid rivers. 
Molly refuses to listen to him. However, Don Wei’s concerns are justified: the threatening 
Muir attacks the Earth star-racer and kidnaps Molly in the middle of the race! On board the 
monster’s spaceship, Molly makes a surprising discovery... 


Episode 19 — The Origin of the World 


During the next stage of the Great Race of Oban, the pilots enterthe centre of the mysterious 
planet — an underground maze strewn with pure energy. Don Wei is very worried for his 
daughter. In his cave, Canaletto is also very interested in the race. Who is this sinister 
creature, and what are his real motives? 


Episode 20 — Secret Like Sul 


Molly discovers with sadness that Prince Aikka formed a pact to take the race leader, the 
alien Sul, out of the running. She tries, unsuccessfully, to warn the champion. During the next 
Stage of the race, Sul easily manages to evade the conspirators, only to fall into an even more 
terrible trap. Canaletto appears to him and offers him a dangerous deal. Sul stands up to him 
— it will be his first and last mistake... 


Episode 21 — Ominous Like O 

The mysterious disappearance of Sul is a shock for all the competitors of the Great Race of 
Oban. Don Wei, very anxious for Molly’s safety, finally admits to her that he knows she is his 
daughter. Molly and Don Wei try to sort things out, including their disagreements, but the 
situation remains tense. Will Molly continue the race now that she has renewed relations with 
her father? 


Episode 22 — Revelations 

After crashing at the bottom of a ravine, Molly and Jordan escape from a sandstorm and 
some dangerous magical creatures. They finally find shelter in an ancestral temple — the 
Temple of the Heart, but inadvertently awake the spirit of the Creators, the first inhabitants 
of Oban. What the Creators reveal to them causes them to question everything they thought 
they knew about the race and the Ultimate Prize! 


Episode 23 — Cruel Like Kross 

Yielding in the face of the rebellion of Molly and the other finalists, the Avatar reveals the true 
nature of the Ultimate prize... Under the shock of those revelations, one by one the pilots 
reconsider their motive for winning the Great Race of Oban. Molly, who wanted to win the 
Prize to bring her mother Maya back to life, seriously considers giving up. Prince Aikka begs 
her to hang on, even if itis only to be an obstacle in the way of the devouring ambitions of the 
Crogs. On the other side of the galaxy, the Earth forces launch a surprise attack against their 
enemies, the Crogs. In his cave, Canaletto observes all these new events with the greatest 
Satisfaction... 


Episode 24 — Canaletto’s Revenge 

The finalists of the Great Race of Oban face each other mercilessly in the middle of the ruins 
of a gigantic city. The last stage of the competition literally turns into a pitched battle! Soon, 
only the last three competitors remain to fight for victory: Kross, Aikka and Molly. In his cave, 
the sinister Canaletto counts scores and waits for his moment... 


Episode 25 — Unlikely Alliances... [a.k.a. Canaletto’s Victory] 
Molly wins the race in extremis. But her hesitation to ascend to the throne of the Avatar enables 
Canaletto to escape his prison and return to sow destruction on Oban. The Earth Team finds 
shelter in one of the last temples still undamaged. Prince Aikka joins them there, badly injured. 
He tells Molly that she is the only one who has the power to counter Canaletto... 


Episode 26 — The Moment of Truth 


Jordan and Prince Aikka escort Molly into the Temple of the Heart to be crowned Avatar — and 
to counter Canaletto’s devilish plans. But the sinister creature already awaits them inside. 
Jordan and Prince Aikka bravely interpose themselves between Molly and the monster. The 
fight is terribly uneven, but it will be decisive for the future of Oban — and the whole galaxy! 
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Developed by Sav! The World Productions: 
Savin Yeatman-Eiffel, Thomas Romain, 
Stanislas Brunet, Loic Penon 


Score music: 
Taku Iwasaki 


Original title and closing scores: 
Yoko Kanno 


With the vocals of: 
Akino (international original title score), Christéle Labonne 
(French original title score) and Sukoshi (original closing 
score) 


Music producer: 
Toshiaki Ota 


Story editor: 
Jeffrey Paul Kearney 


Main storyboarders: 
Kiyoko Sayama, Souichi Masui, Yoshimitsu Ohashi, 
Takeshi Mori, Syougo Koumoto, Christophe Yoshida 


Character designer: 
Kanako Sasa 


Mecha and props designer: 
Isao Sugimoto 


Background supervisor: 
Tadoa Kubota 


Colour coordination: 
Chie Tanimoto 


3D animation director: 
Junichi Watanabe 


Editing: 
Takeshi Seyama 


French adaptation and voice director: 
Savin Yeatman-Eiffel 


Casting director: 
Lauren Alexandre 


With the French voices of: 

Gabrielle Jeru, Thomas Guitard, Rémi Caillebot, Jerome 
Keen, Alexandre Coadour, Philippe Resneau (Steller), 
Nicolas Mead, Yamin Dib, Mathieu Barbier, Laurent Maurel, 
Omar Yami, Vincent La Torre, Sarah Bouche de Vitray, 
Johanna Menuteau, Lauren Alexandre, Gérald Morales 


Sound design & mixing: 
Jérome Wiciak 
Sound editors: 


Arnaud Roland, Guadalupe Cassius 


Sound design & mixing facilities: 
PolySon post production 


Line producers: 
Olivier Bizet, Fabienne Lievant, Shinji Nakashima 


Assistant director: 
Guillaume Quatravaux 


2D animation studio: 
HAL FilmMaker 


Key animation directors: 
Tetsuya Kumagai, Jyunichi Hayakawa, Jyunji Koga, 
Tomonori Matumoto 


Backgrounds: 
Mukuo Studio, Drmovie 


2D compositing: 
Takahashi production / T2 studio 


3D animation studio: 
Pumpkin-3D 


3D supervision: 
Ahmidou Lyazidi, Boris Jacq 


Animation director: 
Eric Couta 


Layout director: 
Regis Shuller 


Compositing director: 
Francois Moret 


France 3 youth programs advisor: 
Pierre Siracusa 


France 3 youth programs unit director: 
Julien Borde 


With the participation of 
CENTRE NATIONAL DE LA CINEMATOGRAPHIE 
and PROCIREP. 


Thanks to: 
Eve Baron, Benoit Runel and the entire team of Super-RTL 
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POUR OWN ORUGHTER, OOM. 


FABULOUS UNIVERSE OF OBRN AND 17S 
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